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01 Special Issues 22 - 24
My individual contributions to the 
special issues and how they relate 
to my aim and practice.

How my practical approach de-
veloped throughout the past two 
years during prototyping classes.

How my reading and writing skills 
developed throughout the past two 
years during methods class and my 
self-directed research.

An overview of my topic, thesis, the 
final publication, project and pre-
sentation at the graduation show.

02 Practical Skills 03 Research Skills 04 Graduation Project
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Special Issue 22
Lost Signal: Archive Unzipped

As part of the first Special Issue 22 I produced 
a small zine giving insights on the history 
of pirate radios in the Netherlands and a 
kick-start on how to set up your own broad-

cast. Besides that I worked on the visual de-
sign with Mania and Senka. We produced 
posters, flyers and small cards to signal inter-
actions throughout the exhibition.



Special Issue 23
Peripheral centers and feminist servers

For our second venue I collaborated with 
Anita, Alessia and Maria on “Loading: Femi-
nist Server” a card-browser game that ex-
plores the connection between servers and 
its connection to feminist concepts. A card 
can be taken, the command entered and the 
browser gives an instruction to execute as 
well as an interpretation of a feminist con-
cept. Serve and be served as you turn into a 

feminist server yourself by playing and inter-
acting with the cards both online and offline. 
As we divided tasks I mostly focused on the 
website and programming the web-to-print 
function which would print the receipt as well 
as the design.



Special Issue 24
Counter Tourist Information Center

Special Issue 24 which was also our last one focused 
on the city. As I did a previous project on surveillance 
I wanted to extend and build on previous reading and 
writing skills. In a small booklet I focused on writing 
about how surveillance is used to imply safety in pub-

lic spaces and questioning for whom security cameras 
are truly designed and whose security they aim to gu-
arantee. The re-secure camera resulted out of my rese-
arch giving a tool that proposes a post-optimal object 
to observe yourself.
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Audio, Print, Code
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Reading and Writing
Pirate Radio: How to Set Up Your Own Broadcast

16 pages zine printed on A3 paper



Reading and Writing
Re-Secure

52 pages booklet, glue binded, format B5, mixed paper



Reading and Writing
Re-Reader

88 pages, glue binded, format B5 extended
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»Between Real and Realistic« investigates 
how the visual and narrative design of video 
games affects the perception of social reali-
ties — specifically labour and trade unions. In 
the format of a lecture performance, insights 
into the research are presented as a live 
voice over along with in-game video recor-
dings.

Through an in-depth study of the triple-A 
game Red Dead Redemption 2, the lecture 
demonstrates how the boundaries between 
real and realistic become blurred, while at the 
same time reinforcing hegemonic notions of 
labour struggles and political agency.

Topic

The format of the project is a lecture perfor-
mance which is accompanied by two smal-
ler projects: a publication and a video instal-
lation.

Format



Publication Within the publication the thesis will be ex-
panded, analysing the representation of la-
bour and trade unions in games as well as in 
the game industry. A more profound insight 
on different sequences of games and the 

connection to media and social theory can 
be gained. The narratives and gamespaces 
will be observed with the photography mode 
of the games, drawing attention to selected 
scenes from the games.



Lecture Performance The content of the publication results in a lec-
ture performance that uses in-game recor-
dings and a live voice over as well as me mo-
ving in the physical space to show insights 
of the research. The lecture performance will 
take place on Friday, 4th July and will additi-
onally be installed as a desktop version in 

the workshop of Briennenoord. Using three 
screens positioned above each other to re-
semble the three levels of Real, Realistic and 
Realization as used in the publication and two 
headphones as well as two chairs to have a 
concentrated setting to experience the instal-
lation.



Video Installation The desktop lecture takes around 20 minutes 
with a timer to show how far the video pro-
gressed and a one minute countdown before 
the next screening starts.
Subtitles and a voice over help to follow 

along the content. On a big MDF wood board 
the three screens will be mounted on with a 
stabilising frame on the back. The stools will 
be painted in the same colour as used in the 
video and publication.



Prospects Throughout the Master programm the idea 
to do a PhD afterwards grew. I applied to the 
conference “Changing Aesthetics and Socie-
ty in the Digital Age“ in mid September at the 
Antwerp University and got selected to give 

a 20 minute lecture performance which is an 
additional motivation for this project. Further-
more I would like to apply for a PhD position 
in the upcoming year and extend the topic 
since I am very much interested in the topic.




